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SUMMER DETOX 


It’s about this time of year I put aside consoles and handhelds. It's 
stil a strange concept to me to do so - listening to the original Sonic the 
Hedgehog soundtrack while putting this issue to bed reminds me of just 
how long videogames have been intertwined with my life - yet | feel its an 
important move to make. 

| ove gaming, as much if not more so than music, comics, film. All vie 
for my time dally, and I'm lucky enough to work in a profession that lets 
me incorporate what | ove into my working lf, So, why do I cast it all 
aside for a couple of weeks over the summer? Well, a trip abroad's not 


CONNECTED 

EA and Sony outline thelr 
Vision ofa digital future, Also, 
the future of Halo, DLC 
Updates, Mobile and more 


conducive for home console gaming - no matter how many extension BIG GAME HUNT INTERNET SPACESHIPS 

cords you can pack. The laptop's my trusty workhorse for the website Wii its bean quiet over the summer months for new game ‘ing te-scenes lok at 

and this magazine. And as much as | love my PS Via, it'd break my heart releases, we've had a slew of new announcements and hands-on the creation ofthe EVE Online 
‘with the biggest titles coming out between now and Christmas, as documentary shot at last 

if lost or damaged it, and my 40-hour save on Persona 4, during my well 5a fok at games due in 2016, year’s EVE Fares. 


travels. Less the financial cost, more the price of what it'd do to me 
personally, I'd be gutted. I'l even abstain from tinkering with iOS titles, 
‘even if Crazy Tax's mobile port is tallor made for minute-swallowing 
queues at stations and airports, 

But that’s all poor excuse. In the main the clean break, however short 
term, is designed to whet my appetite through forced abstinence, This 
time of year the gap between E3 reveals and Gamesom announcements 
is tiny, yet the time between spring and autumn’s releases seems nearly 
an eternity. Perfect time to duck out without missing anything crucial, yet 
have the benefit of seeing what's ahead with clear eyes and fresh mind. 
‘To reconnect with these titles as a gamer rather than journalist. To feel 
that pure excitement as a fan for a brief period, That's the idea behind 
this issue's Big Game Hunt, looking 
at the biggest titles coming in the 
€ months ahead, and why we're so 

excited to seam them. It’s good to 
be back, because it looks to be a 


REVIEWS 

We offer our verdict onthe 
ratum of Naughty Dog's 
survival horror, as well as 
RPGs and platformers, 


SS, 


spectacular year ahead. 
REMEMBERING THE LAST OF US MOVIES 
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“UPLOAD YOUR OWN GAMEPLAY VIDEOS. 


@ MOST ACTIVE 
PLAY. UPLOAD. WIN, 


Share your gameplay highlights for a chance to win. 
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PRICE POINTS 


é PS ops ut a % 


DIGITAL FRONTIER: 


EA & SONY FACE-OFF 


STREAMING Two publishers offer their respective takes on the future of video game streaming 


services, as we're starting to see the major players make their moves 
away from the more traditional bricks and mortar retail route. 

‘The beta for PS Now has launched on PS4 in North America, allowing gamers 
to rent games from between four hours and ninety days, There's a variety of 
different price points on offer, with some better value for money than others. 

The PS Now line-up currently includes more that 100 games, ranging from 
classic titles to more recent releases. The plan is that eventually the service will 
offer a back-catalogue of games from Sony's previous consoles. The company 
are also planning on expanding the service from PS3 and PS4 to PS Vita, and 
eventually they'll even offer it to people with the latest models of Bravia TVs and 
other internet-connected devices. 

On the other side of the console divide, EA has launched EA All Access, a 
subscription service on Xbox One whereby players will be able to pay a monthly 
fee in exchange for access to a selection of vault titles (including FIFA 14 and 


> This month two of gaming's powerhouses have launched new digital 


CLOUD GAMING 
It’s not the first time that 


OnLive having a stab 
bringing cloud gaming 
the masses. It didn't quite 
work out then, but might 
Sony’ offering succeed’ 


Battlefield 4). 

On top of a selection of key titles (that are going to be 
switched out in what's going to be an ever-evolving 
lineup of games), subscribers will also get early access 
to EA games, as well as a 10% discount on future DLC 
and full titles alike, Players will also get to experience 
trials of the publisher's new games up to five days 
ahead of the release date, 

Following EA's announcement of All Access, Sony 
decided to clarify why the publisher's service is Xbox- 
only, saying: “We don't think asking our fans to pay an 
additional $5 a month for this EA-specific program 
represents good value to the PlayStation gamer." 
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with its Jt Des 
numbers. Th joper announced that a 
whopping 4.6 million people jumped inte 
preview build ofthe 
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ar for more exploration. 


ime to sample the title's 


ALL THINGS CONSIDERED 


CRYTEK DROPS 
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TROPICO BANNED 
IN THAILAND 


Thailand 
Tropico § 


D can cont 
tropical island via both peaceful and military 
means, The game's publisher in that territory 
said: "We've had licences to distribute 

Tropico 3 and 4 the storyline 
has develo and there right 
art of it that's not appropriate, 


CLIFFY B’S F2P SHOOTER 


Gears of War creator returns with new title and studio. 


‘The creative force responsible for the Gears of War franchise, Cliff Bleszinski, has retumed from his break. He's set up 
new studio Boss Key Productions, who are working on a free-to-play shooter called Project BlueStreak. The game will be 
developed in collaboration with fans, and Nexon are on board as a publisher as the game will use the free-to-play model, 

In Raleigh, North Carolina, Bleszinski has assembled a team of veterans stemming from Epic Games, Irrational Games, Red 
Storm, and Neversoft to name a few. Arjan Brussee, co-founder of Guerrilla Games, has assumed the role of chief operating 
officer, and Chris Mielke (Ghost Recon: Future Soldier, Far Cry 4) fills the spot of senior producer. Details on the actual game are 
‘scarce at the moment, but Bleszinski says he's tired of "shooting tiny characters through iron sights”. 


THIS MONTH 


POINT-AND-CLICK ADVENTURES 


RESIDENT 
EVIL RETURNS 


Capcom has announced the 
remaster of the Resident Evil 
Remake, The game originally 
released in 2002 on Gamecube, 
and was itself a then-modern day 
remake of the 1996 PSOne game 
with new visuals and redesigned 
levels. This HD update Is due out 
early next year on new-gen and 
PC, as well as PS3 and Xbox 360. 
The game will feature improved 
textures and lighting, as well as a 
1080p upgrade compared to the 
2002 remake, The character 
models have also been reworked. 
You will be able to choose 
between playing it as originally 
intended in 4:3 aspect ratio or in 
widescreen 16:9, and in addition 
to the classic controls there is 
also a more modern alternative. 
It's a chance to catch up with 
Chris Redfield, Jill Valentine and 
the roots of the franchise ahead 
of the inevitable Resident Evil 7, 
that has been rumoured to take a 
step back from all the changes 
made in the most recent entries. 


SHADOWGATE 


Arriving a few years 
after the first 
adventure games 
using the point and 
click mechanic, ICOM Simulation's 
Shadowgate is certainly one of the 
earliest games to popularise the 
genre. The remake of the 1987 title is 
‘actually hitting digital outlets as this 
‘magazine hits the stands. 


MANIC MANSION 


The first adventure 
‘game from point- 
and-click powerhouse 
LucasArts, Maniac 
Mansion was designed by Ron 
Gilbert and Gary Winnick, based on 
horror flicks and with plenty of 
humour, the game did much for the 


direction adventure games would 
take over the next decade or so. 


POLICENAUTS 


Back in the day Hideo 
Kojima wasn't only 
focused on the Metal 
Gear franchise, he 
also dabbled in adventure games. The 
Bladerunner inspired Snatcher from 
1988 was followed by Policenauts in 
1994, a sci-fi game that saw police 
double as astronauts. It never saw 
release outside of Japan, 


BROKEN SWORD 


Charles Cecil and 
Revolution Software 
created another 
mnilestone in the 
history of point-and-clicks with 
George Stobbart's unraveling of 
conspiracies. It has character and 
depth of story that has seen it spawn 
numerous sequels, even if the third 
wasn't strictly point-and-click. 


GRIM FANDANGO 


It may have been the 
pinnacle of the 
olden age of point 


and click adventures 
as Tim Schafer’s morbid dark 
comedy originally saw release in 
4998, but it's also the perfect 
example of the genre's resurgence as 
it's getting remastered for PS4, PS 
Vita and PC next year. 


> JERSEY WATCH DOGS? _Ub\sott has seemingly teased a potential DLC add-on for Watch Dogs via the game's official Twitter account, that'l take the series to New Jersey. Stay tuned 


Alien; Isolation isn't coming out Crown of the Sunken King - the 
ntl October, but the announced first part of the DLC trilogy for 
pre-order DLC has us so excited From Software's rock hard 

that we wanted to share details fantasy RPG, Dark Souls Il - has 
with you now, The new content already been released and we 
(which will be available to all later absolutely loved it (you can read 
con) will et us play as Ripley, ‘our review on the website). The 
Dallas or Parker and explore the second part of the Lost Crowns 
Nostromo, Nearly all the original storyline should also be with us 
cast have signed up, sooner rather than later 


YOUR DLC UPDATE 


D \DS The latest in digital goodness this month 


Frontier's Edge is the second major DLC drop for Titanfall, and it brings with it three 
new maps - Haven, Export and Dig Site. Haven is set on an exclusive beach resort, 
Export is a large Militia settlement with lots of close structures (ideal for wall-running), 


Sab s the new mo 


ag nd Riders of the Rustlands is the 


Daggerstone Pass is the new fist pce of DLC for Tals 
#7 Dig Site il 98 players scraping it ous over a mining) sts. ‘map, and both have recently Fusion, and it unched atthe and 
Perhaps more interesting than the three maps is the new in-game currency that's landed on Carbine’ qutky sci of July. It brings 10 new tracks 
been added by Respawn, with players now able to earn Credits for in-game actions. MMORPG, Wildstar, The new ‘and 18 track challenges, as well 
t's called the Black Market, and players will earn money for finishing matches, daily content features 1515 as adkltional track edtor objects 
challenges, selling bum cards, and a percentage of a player's XP will be converted skirmishes, wth teams tasked for those who prefer to make 
into cash at level 50, Players will be able to pick up packs of Burn Cards and Titan wt lana or be tom ours ine in 
F ; : : enemy base, and its & much he Season Pass although lt can 
Ineignies wih crecit earned In-game; Mlctotransactions have not been inoluried, nel needed improvement to the be bought separately if you wish, 
‘won't be, with designer David Shaver confirming that “the only way to get Credits is game's PvP element. Expect mora DLC soon, 


by playing the game”. 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


“CO-OP” “TRIPLE-A” “EXPERIENCE POINTS” “SCRIPTED EVENTS” “REBOOT” 


Co-op is a wonderful thing, and it When a game is referred to as Aconcept usually slimmed down Once groundbreaking, now We're starting to see an increasing 
comes in many forms. First there's triple-A, it means that it has been to the abbreviations XP or Exp. commonplace; scripted events are number of reboots, with long- 


ouch co-op, or local co-op as it is created by a large team with Originally found in RPGs, its moments of exposition or flashes forgotten IPs and franchises being 
often called. Here players sit side- significant resources at their throwback to table-top rol of action that take place in front of dusted off by their respective 
by-side and play games on the disposal. Production values will be but is increasingly infitrating other the player as they advance through ‘owners and repackaged for the 
same screen, Its also possible to high, and there may well be high- genres. Exp is normally handed to a game. Made popular by the contemporary consumer. 

play together via the internet, in the profil talent involved. No expense characters for completing in-game original Half-Life, scripted events Publishers and developers often 
form of online co-op. Not as fun will be spared when marketing the actions, and usually once enough are an excellent way of revealing rely on nostalgia towards older 
perhaps, but more accessible in game to the public, Als, triple-A points have been accrued, new story without removing the player tiles, but introduce more relevant 
this modem age. status is no guarantee of quality. skills and powers can be eared, from the scene, mechanics to ensure validity. 
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still working our way through Season 2 of Telitale’s fantastic adventure serles, the company has confirmed there'll be a season 3 as well 
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A thumb through the best 
titles that should be hogging your on 
mobile home screen and SD card. 
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Companion Apps are a big craze. 
The ideas that they can expand the 
universe of a console or PC game by 
letting you connect to the world 
when you're on the move, The latest 
is the ctOS Mobile App for Watch 
Dogs. While other apps stil offer an 
isolated experience from the main 
game, this app lets you play against console owners in a series of 
small challlenge matches. Send a challenge request to a friend or 
let the app randomise your incursion, and you'l be put in charge 
of the city's defence network, caling in police support, blocking Ha 


roads and switching traffic lights to try and crash and ultimately 
Ey yo 
a 
if — 
ee ‘ 
le Thee . 


terminate your opponent - whose movements are represented by 
red car - in the game proper. It all happens in real-time, and 
BATTLEHEART LEGACY SXPD F1 RACE STARS LEO’S FORTUNE 
Battleheart Legac s, aS you might guess In Leo's Fortune ot to jump, 


while there's some delay in the game's response to your 
‘commands, it offers an interesting glimpse as to the new 
‘opportunities Apps like this offer. It's free to download, 
BA ger charming FA stars, but is anything and run through a variety of 
other than this is one of magical cr istic, This is Codemasters’ bid ranging from ancient temples 
the best implementations of the genre on the memorable side-stories that nloading it, as it for the Mario Kart throne ¥ dark caves, abandoned pirate ship: 


feel like different. Imagine Fak Mile of Nintendo's famous seria and lush jungles, Precision control on 
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seen so far on (0S. been 


2 to the good old ngs, MadWorld and cyberpunk have muttiple routes through them, tmobile platformers can be a hit or 
of the SNES and The Legend of Zelda erlid on blazingly-fast racing in and races are split between normal, miss affair, and luckily here we find 
ota solid A.huge amount of customisation on nt. That's a elimination an type that the setup to be cd 
5 to get you s than rough i at you'l get from has you fuel With some fun pu 


faster charm, Leo's Fortune d 
nce ‘on your mobile home s 


so often before, you ‘ambined) will SXPD. The story unfolds through a tank. The 
the coon of fitting bos or make this game perfect for fans of f animated shorts, while the youl go, forcing 
ther players, alone or with a friend, stats who like tinkering with their role- eels like a stylistic spin on a topping up against top speed. The especially when you factor the 3 to 4 
It's free to download, playing heroes. future superbike championship, game's free and has local MP. hour gameplay time. 


NINJA THEORY RETURN jist 3 


Play the numbers, 
game with the 
latest news 


@ THE ORIGINS 


he games industry has historically 
been fairly insular and inward-looking, 
lts members are very good at taking to 
each other, especially about technology, 
but possibly less so at engaging the 
wider public. So Game Music Connect 
is, in the context of music at least, an 
attempt to ty to remedy this, in order 
to find both a forward-looking audience 
within the industry itself and among 
those interested in music for games.” 


@ A DECIDING PINT 


"My co-founder and host is [X-com 
composer] John Broomball. He's a 
(ong serving industry commentator and 
contributor to UK magazines. We met 
up for a drink in a country pub a year 
‘ago and formulated what we wanted 
the event to become - and, more 
importantly, what we felt would make it 
distinct from everything else out there 
and found we're on the same page.” 


GAME MUSIC CONNECT 


EVENT Composer James Hannigan talks the concept 


behind this year’s game music festival in London. 


@ COMPOSER INSIGHT 


“Game Music Connect places a lot of 
emphasis on the emotional content of 
games, the storytelling, the creative 
processes involved - all through the 
lens of personal experience, with 
anecdotes from seasoned practitioners 
and industry luminaries. In that sense, 
it's less a ‘how to’ on game music but 
‘more an insight into the working 
environment of top composers and 
audio directors active in games today. 


@ FIRST TRIALS 


“The frst [Game Music Connect] went 
well and sold out. It wasn't easy 
bringing a new yearly event into being, 
that's for sure. But everyone | got to 
speak with after the frst event, they 
appeared to enjoy the day and felt they 
had taken away something of value 
from it. That's really gratifying after the 
hard work of putting it on, and | know 
John fels similarly about that 


@ FIGHTING FOR ART 


I's arguable that, as with Hollywood 
blockbusters, many big games are 
becoming less ‘personal’ and unique in 
their visions and goals. One of the 
‘many challenges and frustrations faced 
today by a creative is how one goes 
about transcending those market- 
imposed (and technological) 
restrictions in some way and stil come 
up with something that hopefully has 
some artistic value.” 


@ THIS YEAR’s SHOW 


Its impossible for us to cover every 
aspect of music in games in one single 
day and, even with topics added or 
expanded upon this year. As well as our 
Continued look at blockbuster games 
and their composers, we will be 
covering the independent sector this 
time and looking a litle more into the 
challenges of interactive music and 
orchestral production in games.” 


THE 
FUTURE 
OF HALO 


343 defines the 
next era of Master Chief 


There's a few things going on. 
Halo: The Master Chief Collection is a 
Xbox One collection that includes 
updated versions of Halo: Combat 
Evolved, Halo 2, Halo 3 and Halo 4, 
It's also going to feature all off the 
multiplayer maps from those four 
games, campaign co-op play (both 
split-screen and online) as well as 
custom playlists to choose your 
favourite levels. The collection will also 
include access to the beta for Halo 5: 
Guardians, due to kick off on Dec 27. 

Also in the package will be Halo: 
Nightfall, a live-action show that'll fit 
snuggly between the events of Halo 4 
and Halo §: Guardians. The star of the 
show in Nightfall is Agent Locke 
(played by Mike Colter), and 343 are 
sing the live-action series to tell his 
origins story ahead of the release of 
Halo 5: Guardians.The plot involves 
Locke and his ONI agents fighting 
with and against terrorists, all the 
while “they're drawn to an ancient, 
hellish artefact where they're forced to 
fight for their survival” 

Of Halo 5, we've had a few ideas 
of the story, through a post on the 
Microsoft Store, which read: “in 
possession of a mysterious data chip, 
Petty Officer John-117, aka Master 
Chief, confronts a new battery of 
challenges and tests in a Herculean 
effort to stay alive in a galaxy where 
sentient life is mercilessly hunted.” 


DEVELOPER 
STORIES 


INTERVIEW Past glories, Early Access issues, golf and Robin Williams: the 
life and times of Amplitude’s creative director Romain de Waubert. 


What is Endless Legend? 
> It's a game many of us in the team dreamt 

of doing for a long time, Something, at least on 
my part, I've dreamt of for many years, since | started 
working on the design of the game. The idea has 
always been how can you make a game about a 
fantasy civilisation evolving all the time, and how can 
you make it continually interesting when being the 
leader, Make it different from the usual, more tactical 
combat fantasy games. To focus on the empire 
building, and make it immersive. 


The fantasy genre is a well-populated one. How 
do you pay homage to what's gone before but 
keep your world looking unique? 

It's one of the trickiest things to work on in fantasy, 
to create a unique and interesting universe, and for 


people to tell ours apart. There are two things. You 
want to make sure that people would look at your 
world and believe in it. To say ‘that could exist’. That 
they'd want to live in it. To do that, you have to 
answer some of their expectations. If you had a 
dragon that looked like a chicken, it wouldn't work so 
well, But at the same time, if | was making the same 
dragons, the same orcs, as everyone else, people 
would say ‘I've already seen this’, and they don't stay. 

You're always on this narrow path of creation. 
That's a combination of art, design and writing, 
working together, Most of the time we look at the 
cliches of fantasy, and we try assimilate them and try 
and break a few of their elements. So you always have 
‘one piece to cling to yet something is unique and 
different. And that makes you want to discover how, 
why. We work a lot on these two aspects. 


How'd you get started in this industry? 

| started in 1998. | knew i wanted to be a game 
designer, but at the time, the official job did not 
exist - most of the time you were a programmer on 
a team. So | gathered a group of fellow students 
and made a team. They had the same issues - they 
wanted to work in video games, but were having a 
hard time selling themselves to game companies. 
It's hard now, harder fifteen years ago, to ask a 
bunch of students to sell a project to. a major 
company. We nearly did with Cyro Interactive, 
which started to die a few months after, and ours 
was the first project they killed - even before 
signing it. 

After, we went our separate ways, | found 
myself at an online gaming magazine and one day 
there was a news about a Swedish company called 
Refraction Games, who were looking for a game 
designer. It was the first time I'd seen that job 
advertised. So | went for my first job interview ever, 
and they took me right away based on [my 
previous] game design work. We were working on 
a multiplayer shooter, and three months later the 
company changed name to DICE, and that game 
became Battlefield 1942, 

| was lead designer on that, then designer on 2. 
‘After four years in Sweden working on Battlefield, | 
realised I'd be condemned to work on Battlefield 
for my whole life. | knew if | wanted to see 
something new I'd have to move, and as | was 
homesick | moved back to France. 


“| realised | would be 
condemned to work 
on Battlefield for my 
whole life.” 


My second interview ever was with Ubisoft, 
who hired me right away because of Battlefield. 
But after a while | was itching to do my games, my 
way. It was a difficult time for third party studios, 
and not a very nice time to create an interesting 
and ambitious third-party title. Especially one that 
we wanted to do digitally only. 

We knew we wanted to go on Steam, which 
today is very obvious. We're very lucky to have 
worked with Valve in the past. I'd say we were the 
first Steamworks game, 


How does Early Access change the 
development cycle? 

When we created the company, one of the 
visions we had was to make our games available 
as soon as possible in development. And the first 
playable state we had was after three months, and 
after a year - it wasn't called Early Access then - 
we asked permission from Steam and Valve to 
release the game in the alpha stage, to get more 
feedback on this - this was Endless Space - and 


they told us after, this game being greenlit to be sold as 
Early Access, it was the first they'd had, This is our part 
of our development philosophy. We always want to 
work like that. Because we work on complex games, 
they're so deep that we need a lot of feedback. 


How do you draw the line between player 
feedback and your own belief as to what the game 
needs? 

We tell them, we own the vision... but we may miss 
‘out things, and we definitely do miss out things, so 
please help us. But it doesn't mean we make the 
community a designer of the game. There's so many 
minds, the game would go in so many directions. You 
can’t do that, But it's rare to have 100 people with 100 
different points of feedback. They often converge in a 
single direction. And for each one we show them what 
we think we'll do, Overall, it works very well. 


What was your first gaming experience? 

That was when | was four years old: the Atrai 2600, 
That was in 79, It totally hypnotised me and from there 
| was hooked. So I've been hooked on games for thirty- 
five years. 


Do you have a favourite console or PC? 

Commodore 64. When | moved out of somewhere it 
was thrown out. Thinking about that still makes me sad 
to this day. 


So with that and given what we've talked about 


going digital with gaming, we assume you haven't 
got a huge gaming collection? 

Today it's sadly all digital. 've thrown away my 
previous ones, so | wouldn't need the others. With the 
‘Amstrad | was never really fond of it, | sold it back to 
get an Amiga, then sold that to get the next... | don't 
have any old games waiting for me at home anymore. 


“We don’t make the 
community a designer 
of the game. We own 
the vision.” 


If the industry plan hadn't worked out for you, 
what would you be doing now? 

‘Oh god. Life without video games {laughs}. Often | 
discover jobs that | realise aren't jobs | would have 
liked in another life. One though... my friend’s a farmer, 
| said ‘never would | work on a job you have to rise 
with the sun’. But now, growing older, | realise how 
noble it is to work on the fields. So that'd be my most 
passionate other job, to work on the field, And - maybe 
because I'm French - to work on the vineyards. I'd love 
to grow my own grapes and wine. 


Who do you admire within the game industry? 
There is one guy. Sid Meier. I'm doing what I do 
because of him, though I've never met him. when 


everybody had an idol, David Bowie and such, rock 
stars. My rock star was Sid Meier. He definitely had 
‘a huge influence on me. 


Favourite moment in the industry? 

The most amazing thing is to create something 
that starts to live on its own, And that's what I had 
with Battlefield, and saw again with Endless Space. 
You hear stories about stuff, about your game - 
celebrities who talk about your game on random 
shows, and you realise, yea, you've created 
something you don't own anymore. It belongs to 
everyone else. We had Robin Williams stopping by 
our booth at E3. This was one year after Battlefield’s 
release and we were showing an expansion pack. 
He improvised a show amongst the crowd, while 
talking about his experience as a player in the 
game. The crowd went wild. 


What do you do for downtime? 

I've got three kids - that’s a big hobby [laughs]. 
To relax, it's gaming, kids, golf, movies, Pretty 
classic, but no time to have any crazy single life on 
the side, Whatever time | try and spend with my 
family. That's what keeps me going. 


Where did the Amplitude name come from? 
This may sound stupid. We wanted to find a 
name that was international, a name that was one 
word only, a name that wasn't geeky like “black” or 

“death”. A name that was positive. 


How are you guys going to celebrate come 
the end? 

We tend to celebrate a lot. Everything is a good 
‘occasion to celebrate. With Early Access, you don't 
know what the end is, and this could be tricky also 
for team morale, We do let people go on holidays 
before release. Every couple of Fridays we have get 
togethers and invite other developers and friends, 
have cocktails and drinks at the office. We've a 
great view over Paris, a great terrace, so people can 
go there and have a good time. When we release... 
last time we had a pretty insane party and got very 
drunk, What makes it nice is when you read the 
reviews and people say they love it. When you see 
that, that's when you really want to party. 


Endless Legend s avalable on Steam Early Access now. 
et nit Fer 
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REMEMBERING 
THE 
LAST OF US 


With Naughty Dog’s classic being remastered on PS4 this month, we 
sat down with Joel and Ellie’s actors, TROY BAKER and ASHLEY JOHNSON, as 
well as designer PETER FIELD, to talk the game's legacy. 


There's a joke that Hollywood doesn't need a movie tie-in. 
That The Last of Us film's already been done, and premiered on 
PS3 last year. So news of an adaptation being in production earlier 
this year was met with mystified comments. Not that fans didn't 
want to see more of Joel and Ellie - but how could anyone better 
what's been done already? 

Naughty Dog's post-apocalyptic tale of two survivors trekking 
across ruined America threatened even GTAV's Metacritic ranking 
with its slew of perfect scores and hyperbolic review quotes come 
the original release, Much of the acclaim centred around the two 
leads, Joel and Ellie, and those nuanced, believable performances 
came in part from Naughty Dog's script and direction, but mostly 
from the two actors who embodied the roles through performance 
capture and voice work. 

Troy Baker's no stranger to videogames, rivaling even fellow 
actor Nolan North for work in the field, most notably lending his 
talents to the roles of Desin Role in Infamous: Second Son, The 
Joker in Batman: Arkham Origins and Booker DeWitt in Bioshock 
Infinite, Ashley Johnson's voiced numerous animated series, and 
also appeared in Marvel's box-office smash, Avengers Assemble, 

With the game making its PS4 debut this month as part of a 
Remastered edition, that comes complete with DLC and behind- 
the-scenes extras, we sat down with with Baker and Johnson, to 
talk about their performance and their thoughts about Joel, Elie 
and their story, a year on. 


We met the actors in London, in the penthouse of a fancy hotel, 
where so many of these kinds of meetings take place. While we 
waited we were invited to play the game, with the PS3 and PS4 
versions running side by side on a console rigged up inside a 
plushly decorated suit of rooms. It gave us a cleat-as-day 
comparison between the two versions of the game. At that point, 
it had been some months since we'd last picked up a DualShock 
3 and played through the post-apocalyptic story, and we were 
instantly reminded of the game's quality. 

The demonstration started at the checkpoint near the beginning 
of the game, when Joel and Tess were on their way to track down 
another character - an arms dealer called Robert - and during 
these earty exchanges we were also made aware of Marlene and 
the Fireflies who go on to become so integral to the story. Straight 
away we were struck by the difference made by the visual 
upgrade and the improved framerate; this is a game that looks at 
home on the PlayStation 4, make no mistake. 

We were just getting to grips with the controls once again, about 
to take down our first Clickers, when we got the nod. It was time 
to talk. The sun was glaring when we stepped out onto the 
rooftop terrace where the interview was to take place. Johnson 
was there from the start, and we exchanged pleasantries while we 
waited for Baker to arrive, which he did in due course. He joked 
that he'd missed all the best stuff. He hadn't though, and it wasn’t 
long before we posed our first question. 


What do you make of the characters - Joel and Ellie - a 
year on from the release of The Last of Us? 


Troy Baker: | would never have thought that - we knew that 
‘we were going to tell a good story and we were proud of it~ 
but we could never have potentially forecasted the response 
we were going to get to how these characters impacted 
people on such a real level. Especially Ellie. Getting the 
awards and all those things, that's always a banner day, you 
always want to be recognised for your hard work, but the 
recognition has come more in the responses we have gotten 
from the people who have played the game, and the personal 
stories of not just how much they've enjoyed the game, but 
what it's actually meant to them. And you just don't get that, 
it's a very rare thing. 


Ashley Johnson: | guess it's interesting to be having an 
interview about a game that came out a year ago, but I do feel 
that this PS4 version is very different when you see the side- 
by-side, plus there's so much more content that's added onto 
it as well. But it's great, | mean we love this game so much, it 
means a lot to us, so if! stil get to tak about it ten years from 
now, | wouldn't mind it 


‘Are you surprised about how well it has endured? Some 
games, even the big ones, can disappear in months, and 
here we are, talking about the game a year on, as they've 
just released the Remastered version. 


TB: It's interesting because | think a lot of movie do the same 


thing, but | think more than anything games go one of two 
ways, they either go back to your retailer and get traded in for 
something else, or every once in awhile you get a game that 
becomes a part of your library, that you put on a different 


“JOEL HAD FEW MORAL 
LINES LEFT 10 CROSS" 


shelf. And it's like your favourite book or your favourite movie, 
that no matter what, if your house caught on fire, you'd go out 
the door with those things, and this to me is one of those 
things. Not just for me, but for mary, many people, this game 
stood head and shoulders above the other games that they've 
played before, and it stands shoulder to shoulder with their 
favourite book and their favourite movie and their favourite 
album. This is like desert island stuff, f you could have 
anything, this is what you'd have on. 


What about the character's respective arcs - were you 
given any flexibility, or was that work done by Naughty 
Dog before you signed up for the project? 


‘AJ: We were definitely given some flexibility. When we we got 
the audition script and | saw it for the first time, | mean the 
writing in general was very good, and Neil Druckmann, the 
writer and director, he's a great writer but also on top of that, 
this is the first thing where he'd directed actors, and he put a 
lot of trust in us and wanted to collaborate, and wanted us to 


have a say as well in what the characters turned out to be. 


BUILOING STORY 
' worked on the ast trio of levels,” 
lains designer Peter Feld, who 
moved on to Media Molecule after 
The Last of Us was finished, and 
who'd previously worked on Ninja 
Theory’s Enslaved, He worked on 


LB: This was truly a partnership to create these characters, 
Not just, it wasn't “here's the shell fill." But definitely many, 
many conversations were had, and more importantly, many 
questions were asked, both of us, and of Nell, and everybody 
else on the team, of why would this character do this? Why 
would Jos! do this? Why is Elie saying this? And the fruit of 
those conversations is the response that people gave to 
those moments where they felt really attached to these 
characters, And the onus was not just on one particular 
person to create a character, There's two hundred people at 
Naughty Dog that together, collaboratively created and 
crafted these characters that, to me, are some of the most 
memorable characters in videogames, or fim even. The 
relationship between Joal and Elie, and the relationship 
between the other characters that they have, is second to 
none, and that comes only on the backs of a lot of people 
working harmoniously together to create characters like that. 


blending story with gameplay across 
the University level, the ‘Wikd Animals’ 
level ("probably called some else by 
gamers", he jokes) and the hospital, 


‘So what process did you go through, as actors and 
artists, to bring the voices of those characters out? 


T.B: You litle flit you, calling us artists. 


“| LOVED THE ENDING. | KNOW FOR 
ME, I'D HAVE MADE THE SAME 
DECISION” ASHLEY JOHNSON 


‘A: This wasn't much different to how I'd prepare for any 
other role. You know it's basically, for me, it always starts just 
with the character, and building your character from the 
ground up. Asking questions of yourself. Asking questions of 
the character: who she is, and what she believes in, and 
‘what she loves and what she hates, her heartbreaks and her 
triumphs. It was a lot of the same prep work | would do on 
anything else, just because this is a videogame | didn't treat it 
any differently. 


COMPROMISE FIGHT 

‘We had to have Joel ‘ked while 
he was compromised in some way, 
Field explains of setting up the end of 
‘the ‘Autumn’ chapter, a QTE as Joel 
fights over a high ledge. “We tried 
different takes, but utimately had him 
being pushed against a barrier and 


pushed over its edge.” T.B: Sometimes you bounce from a... life still happens while 


we're making this game, and other projects happen, and 
things are constantly vying for your attention, and it becomes 
incredibly important for you to have some anchor point that 
you can always go back to to root yourself to this character, 
and everybody found that within their own process. For me it 
was this one specific line that | saw from the audition slides 
that for me unlocked who Joe! is. It's that he had few moral 
lines left to cross, and when that is a truth that can be said of 
‘someone, that's a very revealing statement. Because what 
has happened to you in your life for that to be true? And so 
you start spider-webbing off that particular aspect of the 
personality, so when you come back to this or when you're 
working on a scene, everything comes back to that truth. 
When you're approaching a character with that truth and that 
honesty, then from that comes a very real and grounded 
character. 


DETACHMENT SELLS 
‘After the events of Winter, Elie 
listless, detached, Emphasised most 
heavily in where you initate 
a boost, only for her not to appear. 
Usually is big no-no to make 


at, it really sells how 
become.” You're 
forced to talk to her to continue. 


Did you spend time together getting to know each other 
before you started working on the characters, or was it a 
case of life imitating art and you meeting when you 
started working on the game, coming to it cold like the 
characters did? 


TB: When we first walked in, she'd been cast first, and 
something that | like about what Naughty Dog does with their 
process is that they use the other actors to cast other actors. 
So | walk in and see this thing [Ashley laughs] and | 
remember looking at her and she apparently had had a pretty 
rough day already, and respectfully so, because when you're 
auditioning a bunch of guys that are very passionate people 
who have to yell ata little girl in the scene, it starts wearing 
‘on you. And so I'm looking at her and she's got this "and 
here's my smi" and | said “can | just give you a hug?", it's 
the first thing that | said to her, and "really like you". And we 
went through the scene and it just worked, you know, it just 
felt right. In more ways than one. [police sirens pierce the 
conversation] Quiet, we're doing an interview. Protect the 
peace somewhere else, [the siren continues] Really? They 
always have to have the last word. [we continue talking, for a 
while over the whine of the siren] For these characters, yeah, 
you're right, it's so much about how that relationship grows. 
‘And we're not being glib when we say that this really 
changed our lives. Personally, the relationship that Ashley 
and | have now is... we're family, And that comes from 
spending so much time together and doing something that's 
so hard together. Yeah, it was funny that we kind of just 
dropped into this, in something that's incredibly vulnerable it 
takes a lot of trust. 


‘Ad: You know we shot it over three years, so you spend that 
much time with somebody you're going to build a 
relationship whether that's positive or negative, you know 
what | mean?! We did, we became family, and kind of just 
from the get go we had an instant friendship which I think 
really affected how the characters played - you know when 
‘we were upset with each other in scenes it was hard, you 
know. If he would get hurt in a scene | would be affected by 
it, and that friendship and relationship can only be a positive. 
| think that's one of the main reasons that there were a lot of 
feels in the game, because we genuinely had them, 


While we're talking about what happened in the game, 
what did you both think about that moment at the end, 
that watershed moment where Joel makes his decision? 


TB: | get asked this a lot. You know one of the things that | 
love about the process that we had with Neil and with every 
‘scene was that there was always a discussion and when we 
got to the ending which we actually reshot, but when we got 
to the ending it was "let's talk about this, what do you think?" 
‘And then there was a genuine open conversation, it wasn't 
an impotent question that was said almost rhetorically just to 
imply the feeling of ownership, it was "I need to know how 
you feel about this’. And to me it's the most honest, real 
decision, and there's no decision made, and | love the fact 
that Neil was writing this from the perspective of a father, 
People say “any real man would have saved the world’, and | 
believe that he did, because when you get to that moment, 
Ellie is his world, and there's nothing else to live for, and if he 
can sacrifice her there's no reason to fight. The whole 
premise of the game is endure and survive, and in order to 


do that allot of times you have to make some really hard 
decisions, and | think that would have been an easy case to 
make to say "let's tie this up with a bow, let's do what you're 
supposed to" and | love the fact that regardiess of whether 
people liked it or didn't like it, that wasn't the issue. We 
wanted people to be impacted, we wanted people to wrestle 
with that ending, and that's what happened. | haven't met 
‘one person yet who's been like "meh’, they haven't been 
ambivalent towards the end, It's either been violently “yes” or 
passionately “no, | disagree". | think that that's a true, honest 
ending f you can have that be said of a game. 


‘AJ: Ioved the ending. | know for me | would have made the 
same decision. And | know a lot of people didn't lke it and 
they were like "Joe!'s so selfish, he should have saved the 
world.” But | do think he saved the world, he saved his world. 
That was his family now. | think if | were in that situation - | 
don't have kids but | have nieces and nephews - and if | were 
put in that position, there's no way I could be unselfish 
‘enough to make that decision of "you know what, I'm going 
to sacrifice this person for the world’, | couldn't do it, | could 
not, | don't think | could do it 


it means to me. | just know that Ellie, you can tall throughout, 
the game that she has a very strong bullshit detector, and | 
know the she knew Joel was not teling the truth, and so it's 
kind of did she accept that and take that, or was it an "ok" 
that was “alright, fuck you, you made the wrong decision" 
who knows? | know! 


TB: To me you'te left wondering what now? And that to me 
is also a pretty good feeling to be left with to say, 00 did they 
walk into Tommy's Town? How are they after that? It's one 
thing to tell a story, it's another thing to create a world, And 
what I've seen happen in the aftermath of this game is that 
80 many people have taken this, and you've got fan fiction, 
you've got people telling their own stories and extrapolating 
their own... drawing their own conclusions and everything 
from this, and | think that's a testament to the quality of the 
game that we made, is that people can take this and create a 
world, or put themselves inside of that world that's been 
created for them, and begin to tell their own stories. And if 
you've played the game, the world is so much part of the 
story, it's not just the characters. t's an interesting world to 
‘want to know more about. 


“NEIL DRUCKMANN TOOK ME TO A PLACE | WASN'T 
WILLING TO GO WITH JOEL" -(A0Y BAKER 


Did you ever discuss what might happen if Ellie ever 
discovered the truth? 


IB: Oh, you know that for me, one of the most powerful ines 
in the entire game is “Ok" [at the very end of the game]. What 
does Elie mean when she says "Ok"? Neil's classic response 
a lot of times to any question that you ask him is "what do 
you think?" 


‘There's a ton of nuance in that line there, isn't there? 


‘TB: Yes, it's riddled with it actually, You can look at it and say 
Ellie believes him, and that's the last remaining part of Elio 
that's a child, that has the naivety that accepts what she's 
told and the reality that she's presented with. And on the flip- 
side of that you can see the adult in Ellie being very prescient 
and saying "I can see through your bullshit, but ok we're 
going to move on”, But i's that - I'm going to speak very 
highly of her that is all in the performance, because that line 
could have fallen flat if she'd have gone "Ok’ as a petulant 
child, of "Ok" [he repeats the line in another voice). And it's 
all just in the simplicity and the execution of it, and | think 
that's what | love so much about it, that moment in the game 
is, to me, one of the greatest cinematic moments ever, 
because it's such a great culmination, and then to 
immediately cut to black and go to music, and people go 
"oh!" - It's like Inception; did the top stop spinning or did it 
keep spinning? It leaves you asking questions, and | think 
that's the purpose of a really good game. [Ashley laughs} 
You, you with your acting! 


‘AJ: I think that "Ok" definitely says a lot, it can go either way 
depending on the interpretation of the player. I know | have 
my interpretation of it and how | played it and what | thought 


Troy, you've acted and have been involved with a lot of 
different games... 


TB: Just a few. 


What makes Joe! different from the other characters that 
you've played? 


IB: | would say that this character cost me a lot. There was 
a very - as my dear friend Brian Foster would say - it was 
very expensive. And what | mean by that is that what it 
required of me as a person, what it required of me as an 
actor, what it required of me as a partner, was a lot, because 
it stretched me. You always find challenges when you do a 
specific character, Take The Joker or whatever, that stretched 
me in adifferent way because it's hard, it's a hard thing to do 
especially when someone's being doing it for 25 years, do 
you measure up, do you emulate too much, where do you go 
from that? But for this, | remember specifically (spoiler) when 
Sarah dies, the actor that walked into that scene wasn't the 
‘same actor that walked out of that scene, and the same 
person that walked into that scene was not the same person 
that walked out, and that was with the gentle iron fist of Neil 
Druckmann, because he saw the potential in the person, in 
an actor, and he wasn't prepared to settle for good enough. 
He took me to a place that | wasn‘ willing to go to, and that 
doesn't happen man. You can tum in some really good work 
and do a really good scene and be proud of it, but when you 
walk out a different person, that's finding gold, and this 
character stands apart, again by the way it's been received 
by people is a testament to that as well. Yeah, this one goes 
on a different shelf to the others. 


Ellie is an old head on young shoulders in many ways, 


SETTINGUP THEEND 


Before the concluding hospital level, 
the team added a number of diferent 


situations that all emphasised the 
unique gameplay and character bond 

op, we had that 
big infected section, a co-op puzzle 
Elie saved Joe, then vice-versa, as 
‘we knew this was the last time the 
two would be together 


THELONGSTAIRS 


Field uses a clip of Ocarina of Time's 

d-up to the final boss fight, with its 
{ong stairwell to explain how games! 
finales need emphasis. They did the 

@ with the corridor leading to the 

‘operating room. There was multiple 
tries to get the design right, as 
previous versions didn't emphasise 
enough the game was about to end. 


ONENIGHTLNE 


Prior to the Remastered PS4 version 
being released, Naughty Dog and the 
cast performed a one-off lve show of 
the game's cutscenes, While the 


majority of the show was streamed 
lve, the last act wasn, which showed 
a special scene written for after the 
game's credits, and set some time 
atter the storys end, showing an older 
Joe! leaves Elie a guitar as a gift. 


how did you create that character and find the 
juxtaposition between her youth and the life that she had 
led up to that point? 


Ad: I think initially | didnt, when | read the script and the 
character description, and saw the artwork of Elie, hearing 
about this world, this post-apocalyptic world, | knew from the 
get go that she wasn't a normal fourteen-year-old girl and | 
think she's... everybody in this world is waking up every day 
with the thought of "! hope | make it through the day, | hope | 
survive through the day’, and no matter what age you are, 
‘everybody is a little different from us in our world, And so | 
think Bllie, even though she's fourteen, if you're having those 
thoughts you're not a normal teenager, you're not a child really 
anymore. So that's how | approached it. 


What do you think were the defining moments of the 
characters in the game, for better and worse? 


AJ: | do think that one of the most important scenes with Joel 


“IF YOU'RE HAVING THOSE 
THOUGHTS YOU'RE NOT A 
NORMAL TEENAGER, 
YOU'RE NOT REALLY A 
CHILD ANYMORE,” 

~ ASHLEY JOHNSON 


and Ellie is the scene in the ranch house after she runs away 
from Tommy's, and is in that bedroom and reading the girl's 
diary, and then they talk about Joel's daughter for the first 
time, about Sarah for the first time. | think there's a lot that's 
said in that scene that they haven't in the whole journey up 
until then, Obviously that scene, and then obviously the last 
scene in the game. 


LB: The worst moment for Joel for me is the scene where 
he's torturing the guys to find out where Ellie is, because 
that's a side that you've really only heard about. But when you 
actually see it, and when you see him put his humanity and 
everything that he's been working towards, and all the growth 
that you've seen in Jool, he allows himself to go to that beast 
mode, and to me that's a heartbreaking moment, to see him 
reduce himself back to that again when every step he's been 
taking has been away from that and he runs right back to it. 
The best moment, and | think one of the most defining 
momerts, is shortly after where he finds Ellie after she's just 
‘eviscerated David, and that moment that they have together, 
that is when it seals, that's when that moment in the hospital, 
that's when that decision is made, and | think you get to see 
‘once again the father that you thought was lost, come back. 


The Last of Us Remastered is available on PS4 now. 


BEHIND 

THE 

TALE 

OF 
INTERNET 
SPACESHIPS 


A new documentary explores the world and players behind MMO Eve 
Online. Creator Petter Martensson explains why and how he wanted to 
explore CCP’s sci-fi universe, its creators, and its yearly festival, Fanfest. 


"think that EVE has the nicest community of any MMO." 
Brendan Drain - games joumalist and EVE columnist at Massively - 
told me as we were having a beer together during a calm moment. 
"People think that scams and heists and shit are going on every 
day. But it's not." 

It was in April 2013 and we were sitting outside the press area in 
the giant Harpa conference centre, located in the Reykjavik harbour, 
All around us, EVE Online players were celebrating Fanfest, the 
annual player conference dedicated to al things EVE. Me and two of 
my close friends went there to fim a documentary about the game 
and its dedicated, to say the least, community and its complicated 
relationship to EVE developer CCP Games. 

1500 people had travelled to remote Iceland, this smal island in 
the middle of the North Atlantic, to talk about what they love the 
most - internet spaceships - for three days. They came from all over 
the world - mostly Europe, the US and Australia, Going to loeland is 
not cheap, the hotels and, most importantly, the alcohol, isn't cheap 
either, Yet people go all the way to Reykjavik to attend round tables, 


keynotes, pub crawls and parties. 

‘As Mat Westhorpe, known in the EVE community as Seismic 
Stan and researcher for our documentary, once said - Fanfest is like 
a mix between Woodstock and a Star Trek convention, The subject 
of the convention is obviously what most people would label as 
"nerdy", yet there's a lot of debauchery going on during those three 
days. It usually starts at the Celtic Cross pub in central Reykjavik, 
which is absolutely packed with EVE players the evening before the 
convention proper starts, and ends with the huge Party at the Top of 
the World, 

‘The bars in Reykjavik are bound to love Fanfest, especially 
during the developer-led Pub Craw! with a Dev, during which packs 
of attendees roam the streets, going from pub to pub, drinking every 
drop of aloohol they can get their hands on. 

‘A Tale of Internet Spaceships, our documentary, is about these 
people and their dedication. While touching on Fanfest itself, due to 
the important part it plays for the game's culture as a whole, the film 
mostly deals with one of the most complicated situations that the 


players and the company have found themselves in - the release of the Incarna 
expansion back in 2011. 

‘The relationship between the community and CCP is a weird one, The 
‘current tag line for EVE Online is "EVE is real’, which argues that things that 
happen in the game are as real and important as things that happen in real Ife, 
For many players, EVE is real, it's such a huge part of their life, And in a game 
so fraught with danger, where you can potentially lose what you've worked for 
ages to achieve in an instant, it's no wonder that anything that CCP does to the 
‘game essentially becomes politics, 

‘There's a huge so called meta-game surrounding the actual gameplay for 
EVE and arguably, things that happen outside of the game - be it on forums, 
Reddit, Twitter or through other communication channels - can be just as 
important as what happen in the game itself. The first bullet that starts a giant 
war can be a forum post. "While itis about money and assets and stuf, it's 
mostly about power," Mark Heard - famous as Seleane inside EVE - told us in 
front of our cameras. Thousands of players often organize into huge alliances, 
fighting for resources and temitory. Politics play an incredibly important part of 
the whole experience. Peoples’ lives can be impacted, for better or for worse. 
It's inevitable that CCP gets pulled into it. 

Take last year's Odyssey expansion for example. With its release, CCP 
shuffled around valuable resources across EVE's 
galaxy, trying to balance things out. The result was 
that the giant CFC, the Clusterfuck Coalition, saw a 
huge part of its income disappear. The only logical 
reaction was to invade the part of space where 
those resources now could be found, which 
incidentally belonged to the Reddit-based TEST 
Alliance Please Ignore. After weeks of heavy fighting, 
TEST finally crumbled under the boot of the CFC. 
Thousands of players were forced out of their 
homes, losing their territory. A decision made during 
‘a.game design meeting would end up changing the 
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map completely, with one of the largest alliances in the game no longer having 
any star systems to call their own. 

Incarna became, at the end of the day, a fight over the identity of EVE 
Online. CCP added actual avatars to the game, and for the first time in the 
history of the game the players were able to leave their ships and walk around 
in stations - even if they could only move around in a small room and not 
interact with each other. The expansion also introduced micro-transactions, 
selling fancy clothes that the avatars could wear. In theory, it had a lot of cool 
ideas that really could have enhanced the game and taken it to. a whole new 
level. In practice, it was buggy, pointiess, forced upon players that wanted 
nothing to do with it and the pricing on some of the items in the cash shop was 
through the roof. 

Everything reached a boiling point when an internal newsletter, discussing 
additional microtransactions that would have an actual impact on gameplay, 
leaked, Then a memo from Hilmar Petursson, CCP’s CEO, leaked as well. Init, 
Petursson told his staff that all the player anger was basically just noise and 
that they would watch what players would do, not what they said. 

So the players did something - they rioted, Thousands of them gathered in 
dita, the most important trade hub in the game, and opened fire on a poor 
monument placed next to the highly trafficked Caldari Navy Assembly Plant 
space station. For about a week the protesters 
essentially shut down the whole system, which had 
an impact on both EVE's fragile economy and the 
actual physical servers the game ran on, Many 
cancelled their subscriptions to the game. 

By the time it was all over, CCP had changed 
their development focus, moving back to the actual 
VE One hawt gameplay of flying in space. In the restructuring of 
and Fanfest brings -—_-th® Company, 20% of the employees lost their jobs. 

aatongat other The material introduced in incarna has never been 
f the franchise, MMA- developed further, Avatars, in EVE, are more or less 
and tatovists dead. Petursson officially apologised. The 
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expansion that was released later that year, titled 
Crucible, went back to completely focus on 
spaceships. The players won. As developer 
Kristoffer Touborg said to us, it was a case of "you 
wanted spaceships, here's some spaceships’, 

‘Time has been good to EVE after that. Many of 
the players that cancelled their subscription during 
the Jita Riots came back to the game, Crucible 
was loved by most, since it addressed many of the 
concerns and annoyances people had had for 
years. Some stil hold a grudge, and are waiting 
with bated breath for COP to screw up again, but 
‘overall the atmosphere in the community isn't as 
hostile any more, The company got slapped 
‘around by their paying customers, leamed a hard lesson and moved on. At least 
for the time being. 

‘As a media and communication studies student and games journalist mainly 
focusing on the MMO genre, the whole Incarna affair holds a spacial form of 
fascination for me. It forces us to ask questions about who is really in charge of 
a virtual world, the developers or the customers. In the tistory of MMOs, 
Incama is probably the most interesting moment. CCP, in a sense, gave the 
players the tools they'd then use to against their development overlords. And 
since EVE prides itself when it comes to giving players creative freedom, there 
wasn't much that could be done, Other games might have forcibly stopped the 
riots, banning players in the process for impacting the gameplay of others. In 
EVE's open sandbox, that would just have led to an even greater backlash. 

That's why we went to Reykjavik - to find out what had happened, to talk to 
the people involved, to find out more about this odd relationship between 
players and developers. When we presented our project to the community, 82 
people decided to help us out financially. For a one hour long documentary, the 
budget of $3000 we managed to crowdfund wasn't much, but it allowed us to 
rent all the equipment we needed. We're incredibly indebted to those people, 
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who gambled that a bunch of strangers would do the 
game justice. | truly hope we did. 

While Brendan's point about the EVE community 
being one of the nicest communities in MMOs might 
be arguable, the people we met and interviewed for 
the fim were in general very open, honest and happy 
to talk to us. From "regular* grunts and foot soldiers 
to leaders of giant alliances, EVE is serious business - 
but also a passion that is highly infectious. I've been 
to Fanfest three times and | always come home with 
an overwhelming urge to pick up EVE again. Fanfest 
2013, especially with the 35 hours of material we 
brought back with us, was not an exception. 

It was also fascinating to see Philip and Elin, my 
co-producers who have never touched the game, interact with the commurity. 
‘They fell in love with it and many of the players we talked to seemed to fall in 
love with them. As far as they are concerned, Brendan's comment stands. In 
game, EVE is cut-throat, filled with hidden traps and players just waiting the 
exploit any weakness you might show. At Fanfest, there's a sense of warmth, 
After all, we're all nerds fascinated by internet spaceships - a fascination we 
love to share with outsiders, even outsiders with cameras, 

Over the course of three days, we got to experience this warmth and - we 
hope - catch it on camera. We also got an insight into the feelings that ran 
rampant during the Incarna incident. A Tale of Internet Spaceships, as we say in 
the film itself, is a tale of dedicated fans, consumer power, confict and 
redemption. 

EVE's community might not be the nicest out there, but through its own 
actions, it has become the most fascinating. Hopefully viewers will at least catch 
a glimpse of that in the finished film. 


For more information, head to www.ataleofinternetspaceships.com 
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THE WITCHER 3: 


It’s been over a year since we first saw Geralt’s newest quest debut, The reason 
why you see it so often in this magazine is that we're continually blown away by each new 
demo of the vast fantasy adventure. Even if it's tricky showing off a grand open world role- 
playing game within the confines of the multiple time-restricted demos we've glimpsed of 
the world thus far, CD Projekt does a good job on compressing generous slices of storyline 
into relatively tight forty minute sittings, showing various aspects of Geralt's persona, a 
range of non-playable characters, a glimpse into the greater picture (without really spoiling 
much), and a closer look at some of the different environments we'll get to enjoy in The 
Witcher 3: Wild Hunt. The kind of demos where you're torn between taking notes and 
keeping your eyes on the screen, trying not to miss a beat of dialogue or soaking in the 
scenery. It feels like only a few action-packed minutes have passed, while a quick glance at 
your watch tells a different story. 

The latest sighting of Wild Hunt comes with the demo that makes up the company’s E3 
presentation, a snapshot of which we see during a brief snatch of gameplay as part of 
Microsoft's Media Briefing (“How do you do a five minute demo of a hundred hour game? 
It's just crazy," asks executive producer John Mamais rhetorically when we talk to him 
afterwards) then an extended version during the CD Projekt’s own showing in a private 
booth somewhere else in the convention center, 


“The Griffin thing [demo at Microsoft's press conference] was a 
hard thing to pull off,” continues Mamais. “But it made sense to do 
‘monster hunting quest for that.” 

Geralt's hunting the creature to claim a bounty placed on its 
head by someone our monster hunter meets while roaming the 
world. It's not just the cash that Geralt’s interested in, but the info 
the fellow's willing to impart as well. Specifically about a girl with 
ashen hair, who we're told has some tie to Geralt's past. During the 
main storyline we track her movements, witnessing the outcome of 
some of her struggles as we roam through areas that she's passed 
through at an earlier point, 

[We're] pretty early on,” Mamais outlines during the demo to 
give some context. "It's a girl that appeared in an early saga of the 
books. But in terms of the game [placement] it's in the first quarter 
of the storyline." 

We're introduced to Novigrad, the largest city in the game - and 
what a settlement it is. Full of life and presumably full of diversions. 
We're hurried along its medieval looking streets catching some of 


the main sights, the harbour, some of the key buildings. Despite the lengthier demo time, 
we're still given the whistlestop five minute sightseeing tour, and the guide seems to skip 
cover anything but general remarks on what we're seeing. We ask Mamais what to expect 
from the city. 

"There's going to be some politics going on," says Mamais. "Some witch-hunting stuff 
happening there. There's going to be some dungeons that you have to go down into and 
explore." More a tease than anything, as the producer was unwilling to get into more detail. 
With a game like Witcher though, not knowing everything isn't particularly a bad thing. While 
there's still seven months and several preview events still to go between now and launch, a 
lot of the game will be a mystery come its release. We're fine with RPG-flavoured surprises. 

After visiting Novigrad we were taken to a swamp area and introduced to the mysterious 
“Ladies of the Woods" via a Godling. The ladies control an old woman, a servant if you will, 
and in order to learn more about the girl you're chasing you're forced to try and deal with 
“an evil" that turns out to be a forest spirit. It's a wonderful peek into the world and lore of 
The Witcher - a world where not all monsters are to be hunted down, where deals can be 
struck and where an enemy may not be exactly what he or she seems to be. 

While we first think we're helping the villagers to rid them of a dangerous forest spirit, 
perhaps things aren't as straight forward as that. In the demo, we took the straightforward 
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approach of killing the forest spirit, even if he claimed he needed 
help protecting a bunch of orphans seen earlier in the demo. As 
we told the village elder that with the threat removed, the Ladies 
wanted their tribute. The elder cuts off an ear in response. We find 
out the orphans have gone missing. 

We'te not going to delve into the moment-to-moment action of 
the playthrough - there was a lot of stuff going on - but needless 
to say it was captivating, Forty minutes feels like five. Sounds 
good to us. 

The demo gave us of a good idea of the tough choices we'll be 
faced with in The Witcher 3: Wild Hunt. In this case it seems we 
were left with two poor choices - one would perhaps slow 
progress in our main quest, while the other meant a number of 
orphans disappeared and a village elder lost his ear. How these 
choices affect the greater story, how they ripple out and impact the 
greater world, remains to be seen. We eagerly await finding out. 
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METAL GEAR SOLID V: 
THE PHANTOM PAIN 


Ground Zeroes made us much more excited for the main MGSV game. There was 
little doubt that Kojima could produce another cinematic masterpiece, but thankfully he 
remembered that he was creating a game first, movie second. A rebuilt control scheme and 
a graceful fluidity to the mechanics created a reinvigorated overhaul that the franchise 
sorely needed. The Phantom Pain’s just expanding the playground to 200 times the size. 

Well, not ‘just’ that, The end of Metal Gear Solid V's prologue/demo/tease suggested a 
darker, mature story to come. The trailer that accompanied this year's E demo reinforced 
that. Despite the return of cardboard boxes and the ability to repossess goats (we'll explain 
shortly), this looks to be the darkest MGS yet, and one we're predicting will see Big Boss 
finally turn into the dangerous tyrant he’s portrayed to be in the original Metal Gear. We're 
coming full circle, If this is the descent of Big Boss, it's a downward spiral that continues to 
flesh out the man behind the legend. 

Our latest engagement with the soldier once known as Naked Snake is in a 45 minute 
demo as he explores a dusty valley, dense with military outposts, veined with shallow rivers, 
and filed with rocky ground. A long way to crawl and a lot of exposure. Luckily we enter the 
valley on horseback, and come equipped with soldier-tagging binoculars and an iDroid 
virtual map to evaluate the terrain. Sneaky bastard skills are still emphasised for exploration. 

The weather's dynamic, sandstorms rushing in that'll near-blind you, but can be used as 
cover when passing patrols. Recon lets you absorb the smaller details. Wildlife scuttles 
around the countryside. Real-time lighting looks magnificent, showcased best during an 


enforced time lapse as Boss smokes a ‘phantom’ cigar, used as a 
player-controlled trigger to change the time of day. The sun races 
across the sky, shadows lengthen and deepen in seconds. 

‘As you explore, you can collect supplies - from soldiers to 
jeeps, crates (even goats) - by tagging them with tracking balloons 
which will ship them back to Mother Base to gradually outfit and 
build your private army. As it grows, you'll be able to get intel on 
patrols ahead, or call in supplies, even airstrikes. 

ld favourites are given refreshes. The wall tap used to attract 
guards has been replaced; now Big Boss has a cybernetic arm, he 
can crack off a noisy charge using his motorised joints anytime. 
CQC finishers are more aggressive, while even the classic 
cardboard box can now be exited from the rear and used as a 
decoy while angling round behind investigating patrols. 

It's these plus the story that makes us so intrigued to dig into 
the game. This latest demo has reinforced the idea that MGS 
franchise has changed back from an ‘event’ title that we feel 
obligated to revere, to a superb game we can't wait to play. We're 
just waiting on a concrete release date. 
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RISE OF 
THE TOMB RAIDER 


We'd pegged that an announcement was imminent, but that still didn't 
lessen the pleasure of seeing confirmation of a sequel for Crystal 
Dynamics’ reboot of Lara Croft at this year’s E3. Aside from a teaser 
traller and a handful of artwork, there's zero Information on the game - be 
it formats, release date or direction - and the developer wouldn't offer any 
clues when we interviewed them after the reveal. What the trailer does 
suggest though is the sequel will deal with the psychological fallout of the 
previous adventure, and the promise of more tombs to explore. 
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FABLE LEGENDS 


Legends takes the vivid flair of Fable's visuals and transposes them into a 
core dungeon crawler, four adventurers defined by their class roles 
tackling goblins and ogres through multiple arenas. Co-op smarts are 
needed to best benefit from each character's abilities, but also to outwit 
the dungeon keeper, or Villain, controlled by a fifth player, who directs 
their hordes from an overhead viewpoint to try and off the heroes before 
they penetrate the dungeon’s heart. It's the unique sell in a genre that’s 
suddenly exploded to life this year. Expect a beta later this year. 
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THE ORDER: 
1886 


The Order: 1886 is Ready at Dawn's coming of age party after a bunch of 
highly entertaining PSP titles where the studio worked on someone else's 
intellectual property (Daxter, God of War). The game relies on a mix of 
brief cinematics, short interactive cutscenes, real-time cover based 
shooting and exploration where the environments, objects, newspaper 
clippings all could potentially help tell the story of the universe for those 
interested in diving deeper into the fiction. While the Victorian time period 
is soon in a few games at the moment, The Order looks a breed apart. 
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NO MAN’S SKY 


It’s the biggest indie of all time, if the buzz surrounding Hello Games’ sci- 
fi tile at E3 was any indication. It wouldn't be hyperbole to say it was the 
game that everyone was talking about after it got a prime slot in Sony's 
conference presentation, though details are few and far between. We 
know the concept allows you to grab a spaceship and venture to a 
seemingly infinite number of randomly-generated worlds to explore, as 
you and other players gradually map out an entire universe full of them. 
What there is beyond the fictional sightseeing is still unknown, but there's 
‘enough promise given the freshness of the idea to sell us on it. 
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SUNSET 
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OVERDRIVE 


Colourful, energetic and cocky. Insomniac Games' Sunset Overdrive is a breath of 
fresh air for the shooter genre, and offers some diversity to the Xbox One line-up. It's part 
Jet Set Radio, part Dead Rising, part Ratchet & Clank, if you want to be lazy about it. But it 
also adds its own flavour rich on attitude and fourth wall-breaking commentary. An attitude 
that may be hit and miss. 

‘The gameplay sampled so far is fun, addictive and ultimately very rewarding. Having a 
go with a selection of the outrageous guns (in our opinion the main selling point of the 
game), both in the multiplayer demo (8-player co-op against waves of enemies) and the 
single player slice, Favourites included the TNTeddy (which shoots exploding teddy bears), 
Captain Ahab (a harpoon that's very handy in single encounters), and an ice weapon that 
would freeze a group of enemies dead in their tracks. At one time we froze a couple of 
enemies and slammed through them with a boost. Brilliant stuff. 

Grinding along in Sunset Overdrive is as simple as pressing the X button, and there's a 
ton of stuff to slide on. If anything the open world offers so many things to jump up off and 


grind on that you're spoilt for choice - there isn't as clear a path to 
run as, say, Jet Set Radio. The pace of the game and the speed at 
which you traverse the environments probably left Insomniac with 
little option but to include a fairly pronounced auto-aim. Given the 
nature of the game it's a good fit. You're meant to shoot and grind 
at the same time, not take on enemies on foot and line up shots 
(walking around will quickly get you in serious trouble). 
Interestingly, weapon upgrades and loot are shared across the 
modes so 8-player Chaos Squad could serve as a nice aside to 
make your single-player progress a little easier the next time you 
boot it up. It's easy to appreciate the splash of colour that Sunset 
Overdrive offers, but it also looks like it will deliver gameplay wise, 
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CRY 4 


Far Cry's a series in which franchise burnout is a rarity. While the series continues to 
roam in the sandbox shooter genre and each entry includes similar gameplay mechanics, 
they're reconfigured in different ways and interwoven into fresh ideas to make the adventure 
feel new rather than retread, As was the case in Assassin's Creed, 4 seems to be a magic 
number for Ubisoft as the company tries something different with its established IP. 

So with Far Cry 4, we trade islands and beaches for the mountain paths of Kyrat, and 
add rock-climbing and wingsuits into the free-form exploration of fortresses, patrols and 
‘enemy soldiers. You play Ajay Ghale, a local who's returning to the region for reasons yet to 
be disclosed, but who encounters the rather flamboyant and deadly Pagan Min, who made 
the E3 gameplay demo such riveting viewing and is the cover figure for the game's box art. 

“We just wanted a character that was fresh,” says creative director Alex Hutchinson of 
Min. “The most important thing wasn't that he was crazy - and we don't see him as insane - 
he's just so out of touch with wealth and power that he doesn't even operate in the same 
universe as the rest of us.” 
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The game will be two years in development by the time it 
comes out this November, and while the muttiple playthrough 
possible with the demo we had hands-on with (infiltrating a fortress 
or barge through it atop an elephant) proved enjoyable stuff, the 
developer realises it mightn’t be enough to sell the game to those 
who haven't sampled the series before, That's why they've hit 
upon a rather fun idea - the Keys for Kyrat. 

Each copy of the game will come with a digital key you can 
give a friend, who on downloading the data can join your game 
and explore with you. You're not locked to a specific mission, but 
there will be a time cap on it. Hutchinson believes it's the best way 
to got the game into people's hands. We don't need convincing. 
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THE LEGEND 
OF ZELDA WII U 


Cel-shaded Skyrim, or a cartoonish take on The Witcher. Our first glimpse of the until then 
heavily-speculated Wii U version of Nintendo's action-RPG franchise was one of jaws dropping 
and amazed silences, revealed during Nintendo's E3 Direct video was a landscape shot of a 
Hyrule more lush and detailed than any we'd seen before, The promise of being able to freely 
explore the world and its mysteries made this Nintendo's direct, if unintentional, answer to both 
Bethesda's genre-defining franchise and CD Projekt's sprawiing fantasy adventure, 

‘The pre-recorded video gave us a tantalising taste at what to expect from The Legend of Zelda 
‘on Nintendo's newest machine. Promised as wholly in-game footage, the colourful design seems 
to be equal distance between Skyward Sword’s rich and vibrant take and Wind Waker's more 
marmite cel-shaded look. Not a bad thing after the murky darkness of Twiight Princess. Though 
for anyone that's played through any of Link's many quests, this first look doesn't automatically 
mean things won't take a sinster turn later on in the adventure. 

Creator Eiji Aonuma stated during the presentation that revisiting the conventions of Zelda would 
be the focus of this newest creation, and while previous iterations had forced the player into a 
certain path and follow certain story beats despite the size of the sandbox world, the team were 
looking to the first Legend of Zelda on the NES for inspiration. As then, this new Zelda will offer a 
vast world in which it's up to you to decide where to go, what to tackle, and what to explore. A 
sense of freedom, Anouma believes, that has been missing from the series for far too long. 


‘The world wil stil be full of enemies, as exampled during the brief 
gameplay demonstration, as Link was chased through a valley and 
forest by a multi-imbed beast spurting flames, setting fire to the area 
as it went. The clip ended in a bridge standoff as Link used his bow 
and arrows - of the explosive and energy-charged variety - to tackle his 
foe, It may be a case of once more hitting the enemy's weak-spot, but 
we truly don't know just how much of a departure this game will be 
from the previous titles. 

‘One massive change could be the inclusion of multiplayer, as the 
game's creator commented in a recent interview about Hyrule Warriors, 
the Koei Tecmo spin-of title that includes a two-player mode, Aonuma 
seemed to suggest that multiplayer wasn't far off from appearing in the 
main Zelda franchise in some capacity. Whether this is a full co-op 
mode or something akin to the secondary player functionality of Super 
Mario Galaxy (the second player limited to collecting star bits with a 
separate controller) remains to be seen. 


Genre Publisher Release 


YOSHI S WOOLLY © 
WORLD 


Nintendo's learnt to blend great game ideas. In the case of Yoshi's Woolly 
World, we've the gentle platforming of the green dinosaur's past work, 
the unique stylings of Kirby's Epic Yarn and a pinch of multiplayer 
mechanics from New Super Mario Bros. The result is the most promising 
platformer starring Yoshi since Super Mario World 2: Yoshi's Island. At its 
core, Yoshi's Woolly World is actually surprisingly conservative. The 
nature of the puzzles and the basic game mechanics feel very familiar, 
and it's really only the game's visual style that makes it somewhat new. 
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ASSASSIN’S 
CREED UNITY 


While we mourn losing the high seas of Black Flag, the change of 
direction means we're somewhat looking forward to a return to the 
classic franchise experience. The shift to the new-gen machines means 
Ubisoft have overhauled the combat and - at last - the stealth mechanics 
to make for a smoother, refined take on the historical assassination 
business, Bolstering the single player campaign is the inclusion of a four- 
player mode, with the world offering certain goals as open to foursomes. 
Rall on the revolution. 
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SUPER SMASH 
BROS 


Coming in two distinct flavours this winter - a 3DS version first then a Wii 
U take at the year’s end - Super Smash Bros. continues Nintendo's trend 
for producing the best local free-for-all experiences as the company's 
icons clash. While the 3DS version may be hampered by the handheld’s 
‘small screen from what we've played so far, we've nothing but positive 
words for its big screen brother, With gameplay mechanics that make it 
stand out from the fighter crowd, we've another essential Wii U title. 


Genre Publisher Release 


ALIEN ISOLATION 


With news that pre-order DLC will include missions set during the period 
of the original Alien film (and include voice over work by the original cast) 
we've got yet more reason to brave the blackness of space and the return 
of the classic Xenomorph. Sadly an Oculus Rift demo of the game in VR 
has proved - for the moment - to be little more than a tech demo. But to 
be honest, we're unsure if our hearts could withstand the experience. As 
we go to press we've word of an extended hands-on with the game - so 
far we've had small 10 minute cuts to sample - which will give us a better 
idea of how the game will flow in the main. Check the site for more info. 


Genre Publisher Release 


BATMAN: 


ENTRY TO GOTHAM 


ince the game's delay from 
2044 into the new yea 
nced, speculition has tried 
arrow the release window, 
Retail listings have pointed 
February. Hopefully we'll get 
.,. confirmation at Gamescom, 


ann 


ARKHAM KNIGHT 


Visuals, as we know, aren't everything. Yet while this year's E3 showcased developers 
starting to get to grips with new-gen technology, Rocksteady arguably won the graphical 
show with their gameplay trailer for Arkham Knight. 

We knew Rocksteady would be building its third act Arkham little different than to what's 
come before, but we're still taken aback by the larger scale of this new-gen Gotham and 
how much the London-based studio has leveraged into it. A Batmobile that turns from drag 
car to tank at the press of a button, and can be remotely controlled to help solve puzzles, or 
used during melee combat as takedown finishers. Our eyes widen at the heavy detailing on 
every inch of this new-gen Gotham, and how each area contains multiple trasversal options. 
That the new verticality triples the actual exploration area. The fact that as we race through 
the city or soar above it during a glide, every building, street sign, even the distant 
cityscape, remains vibrant, rich. This is your new-gen spend splashed up on the big screen. 

‘And while the vehicular combat doesn't look as dazzling as the rest of the game, if only 
simply because the gameplay is the first in the series that's lifted from other inspirations 


rather than redefining the concept through Rocksteady's own take, 
at worst it's a solid idea on top of a multitude of great ones, And 
while the scale of your vigilante jurisdiction has increased tenfold, 
we've little worry that Rocksteady won't be able to make the map 
dense with side-objective distractions and interesting situations. 

Rocksteady have earned that trust through two brilliant games. 
if anything, Arkham Origins’ silver lining in being handed over to 
another development studio is that Arkham's creators will have 
had three years and change in creating their sign-off from the 
franchise. Plenty of time to fine tune (and ignore distractions like 
multiplayer, that won't be making a return) and fila larger Gotham 
with enough content to keep us playing well into 2015. 


Genre Publisher Release 


THE 100 CLUB 


While other racers lean towards 


FORZA 
HORIZO 


Horizon was far from the first racing series to offer the 'go anywhere! idea. But 
injecting the concept with a club festival flavour led to a modern day interpretation of the 
blue skies and cool vibe that were the hallmark of Sega racers, You drove as competitively 
as you would in Forza Motorsport, but the ambience was more chilled. Less driving school 
lite, more party hard. 

It's an idea carried fully-fuelled into the sequel, as the side-series subdivides again, with 
the same design and ideas on both Xbox One and Xbox 360 versions, but with two sets of 
developers. The ever-excellent Sumo Digital drives off with the old-gen take, leaving 
Playground to jack up the vibrance on Microsoft's newer machine. We took a three-car 
demo out for a spin on the company's post-E3 build, blasting along a track that took us 
from the heart of the country through sweeping coastal routes and finishing in a seaside 
port with crowds cheering and jets soaring past overhead. It may have been the pulse of 
the music, the extensive set piece sightseeing we did en-route, but we're more reminded of 
‘Sega's Outrun than we are of Turn 10's Forza Motorsport by the time we finish. 


DLC packs to fil out the car 
listings, Forza Horizon 2's garage 
Will be filled with 100 cars. 
ranging from BMWs to Dodge 
Challengers to fulill whatever 
racing itch you have. 


Playground obviously know how to make the route attractive 
beyond the killer curves that feed through country roads and 
mountain paths. We're not quite as blown away by the detalling as 
we are the design; wider route choices meaning Playground can't 
visually embellish those postcard side-track snaps so aggressively 
as Forza Motorsport 5, a bigger world scaling back the quality 
despite new-gen heft, But the choice of European setting still 
makes this a much more attractive destination. Forza Horizon 2 
feels like the perfect summer experience, but given its October 
release date, we'll just have to make do with a racing festival that 
reminds off of the summer days our year's rapidly leaving behind. 
More fun than Motorsport 5? We hope so. 


Genre PACING Publisher MICROSOFT Release 02 OCTOBER 2014 


REVIEWS 


THE LAST OF US REMASTERED 


DW PLATFONM PLAYSTATION 4 GLNAEACTION DEVELOPER NAUGHTY DOG PUBLISHER SONY AELEASE 31 JULY 


‘ere we are. Again. As the new-gen machines await the next wave of format 
exclusive titles, there's been a rather ungainly scrabble to fill the post- 
launch void with HD upgrades, ports and remasters of old-gen games, 
Some folk that have made the migration to new consoles may dismiss the 

need for older titles to make the transition along with them, but most of the time it 

gives titles a chance at being sampled by a new audience. And in rare cases, like The 

Last of Us, it feels like they've finally found their proper home. 

It's little over a year since the critically-acclaimed survival horror title, a story-heavy 
game that follows one-time father Joel escorting teenager Ellie across the zombie- 
ravaged wasteland that was once America, was originally released on PS3. As such 
the experience lacks the degradation some games’ mechanics suffer with time. 
Cutting edge design can feel clunky even after only a few years, Naughty Dog's take 
‘on the cover shooter stil feels smooth, though the early imprecision of the aiming 
(before upgrades steady your sight) may still irk. For us? It’s a gameplay tweak to 
heighten the fear when we're charged by Infected, or being hunted by Scavengers. 
Harder to forgive is still the odd time your NPC partner runs out into the path of an 
‘enemy when you're trying to stealth past. The game rightly doesn't register their break 
from cover, but it does shatter the illusion the experience has otherwise so carefully 
tried to cultivate. 

Fourteen months also means the graphical hike with the generational shift isn't so 
stark, yet the impact's not lessened in the least. To see these characters and this 


world again with several small tweaks, such as higher 
native resolution textures, proper antialiasing and a more 
dynamic and powerful surround sound mix is great. f we 
hadn't seen Naughty Dog's reveal of Uncharted 4 on the 
hardware, we'd say the character detail is the best we've 
seen thus far on the console, 

‘There's a few extras rolled into the package as well. You 
get the DLC single player story, Left Behind, and the few 
multiplayer maps that were released post-launch on PS3 
(you'd be forgiven thinking The Last of Us didn’t need MP, 
but there's some solid team-based combat there with a 
compelling meta-game built in). On the disc you'll find a 90 
minute ‘Making OF documentary and a Photo mode, letting 
you pause the game at any moment, take a snap, then run 
it through filters and share with friends. 

It's a good package built onto an excellent game. What 
was true in 2013 is still tue today; it'll play havoc with your 

‘emotions over the ten hour or so run. If you've 
already got the game on PS3, there's no need 
to double-dip. But if you've traded, upgraded 
or anewcomer, you and your PS4 need this. 


SACRED 3 


PLATFORM PG PS3 XBOX 360 GENE ACTION D(V{LOPE|) KEEN GAMES P\J0L\SH({\ DEEP SILVER (i. (AS! | AUGUST 


he phrase ‘a good laugh’ suggests a few things. It 

can indicate fun, not greatness; enjoyment that is 

flawed on some level. It comes to mind when playing 

Sacred 3, the new action-RPG from Keen Games, 
who replaces original creators Ascaron for this entry. It's a 
game in the vein of Diablo, a simpler take on monster slaughter 
and character class customisation that certainly qualifies as 
entertaining, even if the dialogue is laughable, and not in that 
uplifting way, where the best scripts can raise a smile even as 
they wallow in cliché, 

The country our four more or less muscle-bound heroes are 
fighting for is called Ancaria, whose emperor chose to ally with 
demons with aspirations of getting their hands on a legendary 
artefact with the power to destroy worlds. So we're out to do 
everything in our power to make sure he doesn't get his way 
and save our homeland. Not surprisingly, the story told is a 
somewhat bland one. At least the cutscenes are beautiful, 
almost by way of an apology. 

Entertainment therefore comes in the senseless killing of 
every beast and creature we come up against. You come face- 
to-face (or weapon-to-flesh) with every trope of every fantasy 
world, from Ores that have seemingly got a part-time gig to 
jump over from the Warhammer universe, to zombies with 
incontinence. You'll be killing your way through desert cities, 
lush forests and shimmering ice caves. The franchise's previous 
‘open worlds have been replaced with more traditional chapters. 
It makes the game more polished and streamlined, but it does 
make for an experience that veers even closer to Diablo. 

Unfortunately challenge comes from the number of enemies 
that attack rather than from variation. Even the game's bosses 
follow the same recipe, growing more difficult due to increased 
health rather than offering some new attack patterns. A few do 


stand out due to the puzzles that need to be 
solved while the battle rages, but they are few 
and far between. 

Even if you're playing alone, you'll have three 
NPC allies following in your footsteps. Sadly 
they're as inefficient as you'd think. But with 
four playable characters comes the opportunity 
for four player co-op, though it’s only possible 
to play two-player locally, and the game really 
only comes into its own when four human 
players adventure together. Partly because, as 
with watching any B-tier movie, listening to 
woeful dialogue is all the better when you're 
doing so in company. But mostly because of 
the quick match-making system means barely 
any time staring at menu screens. Sacred 3 
works great for a quick dip in and out session, 

There's a focus on collaboration between 
allies that makes the multiplayer the real hook 
of the game, with character abilities balanced 
so they gel well together, so even if there's a 


lack of depth the game feels fluid and dynamic, 


But the flipside is that the simplicity of the 
game's combat is heavily pronounced. There's 
little depth in the fighting, while the upgrade 
system is titesome and its rewards 
meaningless. As long as you play this in short, 
focused sessions, the game still works as a 

piece of throwaway entertainment. 
See it as a more arcade-orientated 
take on Diablo, and treat it as 
such, and you'll enjoy your time. 


ODDWORLD NEW 'N’ TASTY 


PS4 CE PLATFORMER 
(H} JUST ADO WATER fifASi 28 JULY 


ddworld had that feeling of a 
game released before its time. 
The original Abe's Oddysee 
had such an exciting design 
and atmosphere that you really didn’t 
know what to expect from one level to 
the next, 

Now that game has been remade for 
today's audiences, with the PSOne title 
getting a complete visual overhaul - 
everything's still in 2D, but the new look 
really adds depth to the experience. The 
way the light filters through fans and 
trees, and how the backdrops tell of a 
greater world that exists on the other 
side of the forests, 

It's (still) a dark story of capitalism 
and industrialism taken to the extreme, 
but it was also about finding your roots 
and building up courage. 

The game mechanics remains almost 
exactly the same as in 1997. You move 
‘Abe left and right and solve various 
puzzles, avoid mines, bombs and 
enemies, all while guiding him towards 
freedom, Oddworld: New'n'Tasty is, as it 
was then, very much a trial and error 
game, Unfortunately the mechanics can 
be frustrating at times and a large 
portion of your jumps will see you land 
‘ona bomb or in a hole and result in 
instant death, 

‘The controls weren't great even back 
then, so you'd think Just Add Water 
might have done something about it, 
but there's been no tinkering to tune the 
‘experience for today's players. 

To add insult to injury some of the 
checkpoints are placed in a way that will 
likely see you turn the game off rather 
than give it another go. This is a game - 
still - that will make you shake fist or let 
fly the controller at times. 

But it's worth a bit of fist shaking as 
Oddworld: New'n'Tasty is definitely a 
game that those looking for a great 
platforming adventure need to check 
‘out. And it's particularly gratifying to get 
the sense that the time is finally right for 

Oddworld. Hopefully today's 
gamers are willing to accept 
it, warts and all. I's worth a 
second chance to thrive. 
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SOUNDBAR Top of the line audio set from Pioneer that is a great 
split between affordability, sound and build quality 


‘Manufacturer Release Price 


speakers of a surround sound system (not to mention the headache of getting the correct positioning 
in your room) and offering the simplicity of setting up one device (and an optional sub) under the TV. 
Pioneer's latest model impressed us over the last month, SBX-N700 is Pioneers largest soundbar and it 
comes packed with nice features. You can play music via your mobile directly to the soundbar, stream 
YouTube videos straight to your TV and connect it to your home network, Just ike the Sonos Playbar this 
works smoothly and it shows that Pioneer has made sure to create an easy to use and simple mactine. 
You also get a bluetooth wireless sub that is surprisingly good, The SBX-N700 audio output offers a crisp, 
clear sound that's both dynamic and warm. The sound is detailed, while dialogue sequences, 
such as those found in The Last of Us and Bioshock Infinite fire out with a crisp sharpness. 
This, together with the the eye-catching design makes this sound bar one of the best we've 
tested, even with the large price tag. 


> Nothing in the audio world is hotter than the soundbar right now. Avoiding the multiple cables and 


Venom Rechargeable 
PS4 Battery Pack 


Venom follow up their Xbox One battery pack with a PS4 version. The price may be similar, but 
you're only getting a single battery pack, and no docking station. The lack of external batteries for 
Sory's controllers makes for a light, elegant design that any battery pack is going to botch no matter 

how carefully its placed. Venom’s adds surprisingly little to the overall weight of the pad. While the block 
shape is ungainly, it does offer an easy spot to rest your fingers in on the back of the pad. Clipping in the 
mini-USB is fiddly, but the lower flap fimly cusps the bottom of the controller when in. The 
supplied USB cable is longer than the official Sony one, but not by much - we could have done 
with a few extra feet to stop us hunching near our consoles if we want to keep gaming. But 
with up to 20 hours worth of charge, at least the times between are finally longer. 


Headphones 


HEADSET Pioneer attempts to outdo 
Beats with their new DJ headset 


Manufacturer Rolease Price 


Beats by Dr. Dre proved one thing. How 
brand name outweighed actual sound quality 
when it came to selling obscene amounts of 
headphones to willing buyers. 

‘The suggestion is then that most people will 
buy headsets with a recognisable label rather 
than worry about the difference between 
audio quality that's just ‘good’ and ‘brilliant’. 
To be fair, the vast majority of us wouldn't 
hear much of a difference, given that we play 
compressed MP3 files, losing any extra 
quality that could be piped through to our 
ears in the first place, 

Beats has sold 90 milion headphones and 
has reached celebrity status. Little wonder 
that compatitors have tried to emulate the 
success of the brand. 

So, Pioneer's new MX9 headset is an 
unabashed copy of the Beats design. Their 
new product focuses on deep, heavy, great- 
sounding bass with a build quality that is 
superb and sexy. 

Included in the package are two different 
cables, a durable bag and adapter for a 
8.5mm jack. Sound quality is good for those 
who like club music, and proves better than in 
all the Beats handsets we've tested in the 
past. However, we've pulled down the final 
score a notch because of how hard the 
headphones press against the skul. The grips 

are on the wrong side of firm, and 
after only an hour of using them, 
we felt ike our head had been 
clamped in a vice. 
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Take Control 


SERIOUS 


ABOUT 


GAMING 


SERIOUS 


ABOUT 


ACCESSORIES 


New officially licensed product coming soon 
UVanom 


Take Control commen’ _ Rechargeable BatteryPack Battery Pack 


2 
vengm 


Fully recharges the DUALSHOCK®4 wireless controller for up to 20 hours of gameplay. 
Sleek, contemporary design fits securely to the DUALSHOCK@4 wireless controller. 


*.21"PlayStation” and Kare red trademarks of Sony Computer Entertainment Inc. Also, “725-2” isa trademark of the same company, Alli served. 


www.venomuk.com 
# Venom UK Gaming W @VenomGamingUK 


CAPTAIN AMERICA: THE WINTER SOLDIER 


WD Marvel’s shifts Steve Rogers into the espionage thriller genre to produce the 


studio’s 


Genre Rating | Release 


‘The First Avenger stumbled during the latter half of his origin story. While 

the introduction to Captain America's cinematic debut engrained the character 
with the strong personality beats that have defined the man behind the legend 
in comics these last seventy years, it plunged into tacky sci-fi once he headed 
out into the battlefield, A $140 milion budget couldn't hide naff Hydra designs, 
while the action scenes lacked the energy expected of a man empowered with 
the strength of a superhuman. 

So cue a genre shift for this modem day sequel, replacing romanticised 
World War story for a taught conspiracy thriller the leading man of which just 
happens to have superpowers, The change works magnificently, aided by 
being built on the pre-existing template of the critically-acclaimed Winter 
Soldier storyline that had run in the Captain America comics only a few years 
prior. That inspiration brings us the slow reveal of the dark underbelly (well, 
dark as you can get with a Marvel film with a 12 rating) of global security force 
SHIELD playing out over the course of the film's running time, and the 
introduction of the enigmatic Winter Soldier, who steals the show during the 
best setpioces as he tries to off Captain America and his allies. 

While it's a stronger script this time round, real praise goes to directors 
Anthony Russo and Joe Russo, who before now were best known for their 


LIBERTY'S EXTRAS 
While not available before we 
went to press, the special 
‘features include a Making Of 
featurette on both Blu-ray 
and DVD, while the latter only 
ats a single deleted scene, 
BR gets more, plus bloopers 
and an audio commentary, 


best work since Joss Whedon's Avengers Assemble. 


work on U.S comedy series Arrested Development and 
Community. Who'd have thought the two would produce 
some of the best action scenes of 2014? They also let 
loose the Captain America fans have seen in comics for 
years, a lightning-quick supersoldier with a tactician’s brain 
and wall-honed combat skills. Cap may have appeared in 
two films now, but this is the first in which it feels that the 
filmmakers have got the character right. 

If a last act climax can't shrug off the Marvel formula and 
the ultimate fistfight disappoints, both are still solid stuff, 
more the three star entertainment we expected of Marvel 
before Avengers Assemble upped the game. And there's 
much here that rivals, at times even betters that 2012 flick. 
Strong support from Scarlett Johansson (Black Widow 
also getting her best cinematic outing) Samuel L. Jackson 

(who gets to do more than just swagger here) 
and Anthony Mackie (war vet turned Falcon) 
makes for one of Marvel's best cinematic 
entries to date. 


THE LEGO MOVIE 


Genre R Release 


Franchise-balting comedy that happy takes 
the mickey out of Lego's mutttude of series 
but comes with a surprisingly bittersweet 
ending. The story follows worker Emmet 
‘who has been prophesised to save the 
Universe, as he Joins a ragtag group of 
heroes which Includes a hlarlously angry 
and wholly cocky Batman, The jokes are 
rapld-fre and unrelenting, and 
makes for the unlversal type of 
movie Pixar usually make. 


TWIN PEAKS 


Gere R | Release 
23 years atter creator David Lynch’ 
groundbreaking television alred, we can 
finally return to the world of Twin Peaks. A 
generation of fans are finaly able to delve 
further into the mystery of Laura Palmer 


with the extensiv 
containing bot 
With Me and hours of s 
documentaries and alternate 
anes, This Is your chance It 
you haven't caught this yet. 
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NEED FOR SPEED 


Genre R12 Release 


Video-game tle-In that had the chance to be 
a better adaptation then any that had come 
before due to the blank canvas ofa story 
thatthe game offered. While the racing is 
decent - going for stunts over CGI Is a 
ood thing - the characters lack any het 
and the revenge tale tled Into an iegal race 
across America does Ite to ralse the 


pulse, tt could have challenged 
@) Fast & Furfous, but the final 
result Is b-tler entertainment. 


GUARDIANS OF THE GA 


CINEMA James Gunn directed sci-fi comedy that’s big on heart if light on 
story, proves the more diverse Marvel is, the better its creations are, 


Genre R 12) Release 


Watch Slither and you'd know what James Gunn could do. 
He wrote and directed the 2006 feature, proving he could deftly 
interweave horror and comedy that did for alien parasites what 
Shaun of the Dead did for slow-moving zombies. Keeping the 
‘same dualset of duties for Guardians of the Galaxy, a much- 
loved if lower-tier Marvel Comics property, suggested a similar 
gerre clash of humour and sci-fi, The question was if that 
singular, bizarre vision would be retained while under the eyes of 
producer Kevin Feige, who has so heavily steered Marvel's movie 
properties since inception to retain the studio's own vision for its 
shared cinematic universe. 

‘The answer is a wholehearted “yes”. Guardians... feels like an 
‘ode to kitsch 80s sci-fi, This is an indie movie with a Hollywood 
budget, and a line-up to match. Reportedly Chris Pratt originally 
wasn't on Gunn's radar for lead Peter Quill, yet you can't imagine 
anyone injecting the same loveable rogue qualities into Star-Lord 
the Parks & Recreation star. Pratt channels 70s Harrison Ford 


to great effect - Quill is Han Solo and Boba Fett combined after 
all, Ex-WWE wrestler David Batista arguably is the surprise of the 
show as alien brawler Drax, playing it straight as jokes and 
metaphors fly over his head and delivering, unintentionally, the 
film's best lines. You forget Bradley Cooper's voicing Rocket 
Racoon, such is the cocktail of strong voice-acting and CGI work 
‘on a pint-sized thug bringing a lot of nuance to his personality, 
Zoe Saldana performs admirably as assassin Gamora, though 
there's less time spent fleshing her character out. But she gets it 
better than both Lee Pace and Karen Gillian, who other than 
chewing scenes with snarling dialogue, get lttle in the way of 
development. Perhaps it's a nod to the one-dimensional villains 
of 80s cinema, but other than Loki, Marvel have still to produce a 
deep, captivating foil for its cinematic heroes. But 
while the story does tie things up too neatly and 
obviously, we're left wanting to see much more of 
this team and universe. Roll on the sequel. 


THE EXPENDABLES 3 


Gerre ACTION RATING 124 Release 15 AUGUST 


nd entry in Sly Stallone’s action 
vinks to the big 
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Guitar Hero 


Relic Entertaiment development 
director GREG WILSON loves the digital guita 


“In the last ten years, one of the most special moments that 
I've had, and | think alot of people have experienced, was 
with Guitar Hero. | had a next door neighbour, a buddy I've 
known for years - 20, 30 years now | guess - call me up and 
say ‘you've got to come over, I've got this game, it’s called 
Guitar Hero’, | said | was busy, | had stuf to do. He replied; 
‘you have to come over. Seriously. It’s only three minutes. Try 
it for three minutes. You don't like it, go back to your thing’. | 
said fine, went over there... | played Guitar Hero for 8 hours 
straight. But | played it three minutes at a time. Because it 
was that good and that enticing, that engaging. It really drew 
me into that experience. If my friend had said ‘Greg, | need 
you to put what you're doing down and play this game with 
me for eight hours’? I'd have said | was busy. But | found the 
time, because it meant something to me while | was doing it. 
It was a really moving moment for me in terms of gaming. It 
was new. New input mechanics, a new style of game | hadn't 
‘exposed myself to too much before, that made me feel like a 
rock star.” 
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nother sunrise, another 
= day of toil. Food must be 
grown, industries built, 
science and magic advanced, 
and wealth collected. Urgency 
drives these simple efforts, 
however, for your planet 
holds a history of unexplained 
apocalypse, and the winter you 
just survived was the worst 
on record. A fact that has also 
been true for the previous five. 
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- your own civilization 


iving LEGEND 


As you discover the lost secrets of your 
world and the mysteries of the legends 
and ruins that exist as much in reality as 
in rumor, you will come to see that you 
are not alone. Other peoples also struggle 
to survive, to grow, and perhaps even to 
conquer. 


You have a city, a loyal populace, and a few 
troops; your power and magic should be 
sufficient to keep them alive. But beyond 


that, nothing is certain... Where will you go, 


what will you find, and how will you react? 
Will your trail be one of roses, or of blood? 
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(Available now on Steam Early Access) -. 


